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Welcome to Ronin Arts Future: Starship 6 — A 
Duo Of Fighters, the sixth in a new series of PDFs 
for use with futuristic D20 System campaigns. This 
series makes some assumptions about your cam- 
paign; the starship designs in this series will be 
most useful in campaigns in which the following 
statements are true: 

¥ The campaign is not a hard science setting. 
Campaigns that are more space opera/adventure 
movie are the intended target for this series. 

¥ Starships are not rare or unusual. All of the 
starships in this series assume that space travel is a 
standard and common occurrence — individuals 
either fly their own ships or ride on passenger ships. 
Starships and space travel are as common for char- 
acters as a plane ride is for people of our reality. 

¥ Space combat is not uncommon. Its just 
another exciting adventure when the player charac- 
ters have to engage the enemy while fleeing from 
some world or other. 

¥ The campaign is packed with action. If things 
aren t exploding, how much fun can the game real- 


NEW RULES 


Buyine OL 
TECHNOLOGY 


This optional rule assumes that the purchase 
DCs for various ships reflect their price relative to 
the Progress Level they were built for. As such, 
when a ship from a previous PL is bought in a later 
PL, it is significantly cheaper since such a ship fea- 
tures old and/or obsolete technology, weaker 
armor, weaker armaments, etc. 

Rather than worry about complicated calcula- 
tions, simply assume that a ship’s Purchase DC is 
reduced by 10 for every PL its technology is behind 
the present. Thus, a PL 5 ship (such as the F-27 
“Gnat” detailed in this PDF) would have its 
Purchase DC reduced by 10 if bought at PL 6, 20 if 
bought at PL 7, etc. 

This depreciation reflects the fact of older tech- 


INTRODUCTION 


Most of the starships in this series are designed 
to fill an even number of pages. This is so that you 
can print the pages — back-to-back 1f you wish — and 
drop them into a binder. This introduction, and the 
page of new starship equipment and assorted infor- 
mation, can also be printed separately and added to 
your binder. The schematic and silhouette page is 
designed to be used as a player handout — it s what 
flashes up on their ship systems when they attempt 
to ID a ship — and GMs need only give the players 
the page when they encounter a ship from this 
series. 
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visit www.michaelhammes.com. 


nology as well as wear-and-tear that the ship has 
suffered and is a handy way for a GM to place ships 
into the hands of PCs just starting their journeys 
into space. As with all such rules, the decision to 
implement it 1s entirely with the GM. 


New Snip SYSTEMS 


The following are new systems (or old systems 
depending on your point of view) available on the 
fighters in this PDF. They are included here so that 
you may easily use them to modify existing star- 
ships or as a reference when designing your own 
original ships. 


ION ENGINE AFTERBURNER 


This addition to the ion engine allows the star- 
ship to increase its tactical speed bonus over the 
standard tactical speed bonus of +500 feet (+1 
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square) allowed by the ion engine. This is achieved 
by dumping in more fuel, thus increasing the ship’s 
speed at the expense of range. As a result, an ion 
engine outfitted with an afterburner must refuel 
after every two battles or interplanetary trips. 

An afterburner is more efficient for smaller 
ships (as on larger ships the speed gained from the 
afterburner is cancelled out by the vast amounts of 
fuel required) and provides the following tactical 
speed bonuses based on ship size (this bonus 1s 
added to that provided by the ion engine): 


Ship Size Tactical Speed Bonus 


Huge +2,000 feet (+4 squares) 
Gargantuan +1,500 feet (+3 squares) 
Colossal +500 feet (+1 square) 


Purchase DC: +3 to ion engine purchase DC 

Example: A Huge fighter with an ion engine and 
afterburner would have a total ion engine plus after- 
burner tactical speed bonus of +2,500 feet (+5 
squares) while a Colossal destroyer would have a 
total tactical speed bonus of 1,000 feet (+2 squares). 


COBRA AIR-TO-AIR MISSILE (PL S) 


The F-27 “Gnat” is armed with a pair of Cobra 
air-to-air missiles as its primary defense armament. 





The Harasser-class is a direct evolutionary 
descendant of the PL 5 single-seat fighter designs. 
This makes it extremely versatile, fulfilling its roles 
as star fighter and in-atmosphere fighter equally well. 


HARASSER-CLASS (PL G) 


Type: Ultralight 

Subtype: Fighter 

Defense: 19 

Flat-footed Defense: 13 
Autopilot Defense: 8 
Hardness: 20 

Hit Dice: 9d20 (180 hp) 
Initiative Modifier: +6 

Pilot’s Class Bonus: +7 

Pilot’s Dex Modifier: +6 
Gunner’s Attack Bonus: +8/+3 
Size: Gargantuan (—4 size) 
Tactical Speed: 5,500 ft. (11 sq.) 
Length: 45 feet 

Weight: 37,000 lb. (18.5 tons) 


Name: Cobra (air-to-air missile) 
Weapon Damage: 4d12 (26) 
Critical: 19-20 

Damage Type: Ballistic 

Range Increment: - 

Rate of Fire: Single 

Minimum Ship Size: Huge 
Purchase DC: 21 

Restriction: Mil (+3) 


The F-27 “Gnat” is armed with a 30mm cannon 
as its primary attack weapon. 
Name: 30mm Cannon 
Weapon Damage: 4d12 (26) 
Critical: 20 
Damage Type: Ballistic 
Range Increment: 350 ft. 
Rate of Fire: A 
Minimum Ship Size: Huge 
Purchase DC: 25 
Restriction: Mil (+3) 





Targeting System Bonus: +1 

Crew: | (ace +12) 

Passenger Capacity: 0 

Cargo Capacity: 1,200 lb. 

Grapple Modifier: +12 

Base Purchase DC: 51 

Restriction: Military (+3) 

Attack: 2 fire-linked semi-automatic lasers 
+6/+1 ranged (9d8), or 2 fire-linked semi-automat- 
ic lasers +6 ranged (9d8) and 1 CHE missile +1 
ranged (6d12/19-20) 


Attack of Opportunity: None 


HARASSER-CLASS DESIGN SPECS: 


Engines: Ion engine w/afterburner, thrusters 
Armor: Polymeric 


Defense Systems: Autopilot system, damage 
control system (1d10), sensor jammer 


Sensors: Class II sensor array, targeting system 
Communications: Laser transceiver, radio 
transceiver 
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Weapons: 2 fire-linked semi-automatic lasers 
(range incr. 3,000 ft) and 1 CHE missile launcher (8 
missiles) 

Grappling Systems: N/A 


HARASSER-GLASS UPGRADE 
TemPLate (PL 6) 


The Harasser-class is designed for mass pro- 
duction and, as a result, represents a compromise 
between functionality and economics. However, if 
money is no object, then the following upgrades can 
be made to a Harasser-class ship to increase its sur- 


vivability and lethality. 


One of the first upper atmosphere fighters of its 
day, the F-27 Gnat saw service during the latter 
portion of PL 5. Advanced for its time, the Gnat 
was a single-seat, lightly armed and armored fight- 
er that ended up being produced in the thousands. 


F-27 “GNAT” (PL 3} 


Type: Ultralight 

Subtype: Fighter 

Defense: 21 

Flat-footed Defense: 15 
Autopilot Defense: 8 
Hardness: 20 

Hit Dice: 3d20 (60 hp) 
Initiative Modifier: +6 

Pilot’s Class Bonus: +7 
Pilot’s Dex Modifier: +6 
Gunner’s Attack Bonus: +8/+3 
Size: Huge (—2 size) 

Tactical Speed: 2,500 ft. (11 sq.) 
Length: 21 feet 

Weight: 15,000 lb. (7.5 tons) 
Targeting System Bonus: N/A 
Crew: | (ace +12) 

Passenger Capacity: 0 

Cargo Capacity: 500 Ib. 
Grapple Modifier: +8 

Base Purchase DC: 49 
Restriction: Military (+3) 





HARASSER-CLASS UPGRADE 
TEMPLATE (PL G) 


The Harasser-class template can be applied to 
any Harasser-class fighter. The ship s design specs 
should be adjusted as follows: 

Armor Upgrade: Vanadium (hardness 30) 

Defense System Upgrade: Improved autopilot 
system, improved damage control (2d10), stealth 
screen (-10 to sensor checks to detect ship, 50% 
chance of mine not detecting ship, one-half con- 
cealment (20% miss chance); replaces PL 5 sensor 
jammer). 

Weapons Upgrade: 2 fire-linked fusion beams 
(15d8 damage, range incr. 3,000 ft.) and 1 nuclear 
missile launcher 


GNAI 


Attack: | 30mm cannon +7/+2 ranged (4d12) 
or | Cobra missile +7/+2 ranged (4d12/19-20); 
each weapon system must be fired individually 


Attack of Opportunity: None 


F-27 “GNAT” DESIGN SPECS: 


Engines: Thrusters 

Armor: Alloy Plating 

Defense Systems: Sensor jammer 

Sensors: Class I sensor array 

Communications: Radio transceiver 

Weapons: | 30mm cannon (range incr. 350 ft) 
and 2 Cobra missiles (no missile launcher) 

Grappling Systems: N/A 


F-27 “Guat” UPGRADE 
TemPLate (PL 6) 


One of the strangest upgrades ever given to a 
starship, the F-27 Gnat upgrade was an attempt 
to extend the service life of the fighter. 
Unfortunately, as it would have been cheaper to 
develop and build an entirely new fighter than to 
integrate all of the new technology into the existing 
F-27 chassis, it was decided that the design would 
be best served by grafting most of the new technol- 
ogy on in the form of a new wing assembly. The 
result, while surprisingly functional, certainly takes 
some getting used to. 
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F-27 “GNAT” UPGRADE 
TEMPLATE (PL G) 


This upgrade template can only be applied to the 
F-27 Gnat_ fighter. The ships design specs 
should be adjusted as follows: 

Size Upgrade: Gargantuan (from Huge) 

Hit Die Upgrade: +3d20 

Engine Upgrade: Ion engine, thrusters (tactical 
speed +500 feet). 

Armor Upgrade: Polymeric (hardness 20, no 
speed penalty) 

Defense System Upgrade: Damage control 
(1d10), stealth screen (-10 to sensor checks to 





This is more of a campaign idea than an adven- 
ture hook. In essence, the PCs are fighter pilots 
(they can be employed by the government, a pri- 
vate corporation, but the most interesting way 1s to 
be guns-for-hire) and fly about the stars completing 
various missions, most of them involving starship 
combat. 

Of course, the creative GM will have little prob- 
lem coming up with reasons for adventuring plan- 
et-side (from dealing with crooked employers to 
rescuing kidnapped friends to “obtaining” experi- 
mental pieces of equipment to give their fighters 
that extra edge) as well, but in such a campaign the 
main focus is usually on starship combat and, espe- 
cially if the PCs are guns-for-hire, the rewards for 
successful missions will focus on upgrading their 
ships. 


detect ship, 50% chance of mine not detecting ship, 
one-half concealment (20% miss chance); replaces 
PL 5 sensor jammer). 

Sensors Upgrade: Class II sensor array, target- 
ing system 

Communications Upgrade: Laser transceiver. 


Weapons Upgrade: | Fusion beam (10d8 dam- 
age, range incr. 3,000 ft.; replaces 30mm cannon) 
and 2 CHE missiles (no missile launcher; replace 
Cobra air-to-air missiles) 


Grappling System Upgrade: N/A 


ADVENTURE HOOKS 





BOTHERSOME INSECTS 


Help is needed at an agricultural colony on a 
border planet. The problem? The colony is being 
terrorized by a bandit gang that has access to one 
(or several) Harasser-class fighter(s). The colonists 
have nothing to match that firepower. 

The solution? The PCs, who are asked to put a 
stop to the bandit predations. Unfortunately, the 
only ships available to the PCs are F-27 “Gnats” 
(the PL 5 version, not the upgrade) that are being 
used as crop-dusters (if the PCs already have a ship 
of their own, it crash-landed, which is why the PCs 
are on the planet in the first place). But that’s not a 
problem. All the PCs have to do is jury-rig some 
weapons (from their own ship if they have one) and 
they’re good to go! 
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Open Game License 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, 
Inc. and is Copyright 2000 Wizards of the Coast, Inc 
(“Wizards’’). All Rights Reserved. 


1. Definitions: (a)’Contributors” means the copyright 
and/or trademark owners who have contributed Open Game 
Content; (b)’Derivative Material” means copyrighted material 
including derivative works and translations (including into other 
computer languages), potation, modification, correction, addi- 
tion, extension, upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be recast, trans- 
formed or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or other- 
wise distribute; (d)’Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any addi- 
tional content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; sto- 
ries, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, for- 
mats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) “Trademark”? means the logos, 
names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products con- 
tributed to the Open Game License by the Contributor (g) 
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement. 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content dis- 
tributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to 
use this License, the Contributors grant You a perpetual, world- 
wide, royalty-free, non-exclusive license with the exact terms of 
this License to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are con- 
tributing original material as Open Game Content, You represent 
that Your Contributions are Your original creation and/or You 
have sufficient rights to grant the rights conveyed by this 
License. 

6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 


exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s 
name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any ver- 
sion of this License. 

10 Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 


11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 

12 Inability to Comply: If it is impossible for You to com- 
ply with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected. 

13 Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All sub- 
licenses shall survive the termination of this License. 

14 Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable. 

lbs) COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the 
Coast, Inc. 

Modern System Reference Document Copyright 2002- 
2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff 
Grubb, Rich Redman, Charles Ryan, Eric Cagle, David Noonan, 
Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, 
based on material by Jonathan Tweet, Monte Cook, Skip 
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John 
Tynes, Andy Collins, and JD Wiker. 


Future: Starship 6 — A Duo of Fighters, copyright 2004 
Michael Hammes. Published by Ronin Arts 
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